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(54) Systems and methods for assisting in game play and wagering 



(57) Systems and methods for assisting game play 
and wagering are provided. A game assistant system 
may provide a user with advice on game play or wager- 
ing for casino games such as blackjack, roulette, poker, 
craps, slots, or baccarat. The game assistant may also 
provide a user with advice on wagering events (e.g., 
horse racing, etc.) or on other games (e.g., backgam- 



mon, chess, etc.). The information provided by the game 
and wagering assistant during game play or a wagering 
event may allow a user to minimize losses or the statis- 
tical advantage of a casino or game provider. The game 
and wagering assistant system may also allow a user to 
allocate a particular amount of money for wagering on 
games or events, and allow the user to control the rate 
at which the money is expended. 
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Description 

Cross-Reference to Related Application 

[0001] This applicatiqn claims the benefit of United 5 
States provisional application No. 60/339,914 filed De- 
cember 12, 2001 which is hereby incorporated by refer- 
ence herein in its entirety. 

Background of the Invention 10 

[0002] The present invention relates to systems and 
methods for assisting in game play and wagering. More 
particularly, the present invention relates to systems and 
methods for providing players of casino games or other is 
games, as well as individuals participating in wagering 
events, with playing advice, probabilities information, 
statistical analysis, and. wagering information to opti- 
mize game play and wagering decision making. 
[0003] Blackjack, poker, craps, roulette, slots, bacca- 20 
rat and other such games are generally known as casino 
games since such games have been played at casinos. 
More recently, such casino games, as well as traditional 
games (e.g., chess, backgammon, etc.) and wagering 
events have been played on computers with game or 25 
wagering event software, on the Internet, or by using 
dedicated electronic machines. 

[0004] Casino games involve decision-making re- 
garding game play and wagering amounts. Such deci- 
sions affect a player's odds of winning or losing, as well 30 
as the wager amount gained or lost. Depending on the 
game played, as well as the table rules, the casino or 
game provider typically has a predetermined advantage 
over a player. During the course of playing a casino 
game, a player may have difficulty making decisions that 35 
minimize the advantage of the casino or game provider, 
minimize losses, or maximize gains. 
[0005] Typically, a player competes in multiple rounds 
of a casino game. Thus, the player needs to make de- 
cisions regarding play and wagering over a series of *o 
rounds of a particular game to minimize the player's po- 
tential losses. 

[0006] Similarly to casino games, traditional games 
such as chess and backgammon involve decision mak- 
ing and strategy. Wagering can occur between players « 
of such games. In addition, wagering events such as 
horse racing typically involve use of information and sta- 
tistics for wagering purposes. 

[0007] Accordingly, it is desirable to provide systems 
and methods for providing advice or information in play- so 
ing or wagering decisions for electronic, on-line, or table 
casino games, traditional games, and wagering events. 

Summary of the Invention 

55 

[0008] The present invention relates to systems and 
methods for providing advice .statistical information, 
and wagering advice related to casino game play, tradi- 



tional game play, and wagering events. 
[0009] A computing device, software, or any suitable 
combination thereof may provide a game and wagering 
assistant system that provides advice during the play of 
a casino game, traditional game, or wagering event. For 
example, the system may provide advice for casino 
games such as blackjack, poker, roulette, slots, craps, 
baccarat or any other suitable game. The system may 
also provide advice for traditional games such as chess 
or backgammon, as well as for wagering events such 
as horse racing. 

[001 0] Th e user may elect to receive advice from the 
game and wagering assistant system for a particular 
game or wagering event, and the user may enter infor- 
mation regarding the state of the game or event. For ex- 
ample, the user may enter the card values that have 
been dealt or played during the course of a card game. 
Inputting card values may be performed by using a key- 
board, touch screen, microphone, or any other suitable 
input system. In a wagering event such as horse racing, 
for example, a user may receive information from a serv- 
er to a user's game and wagering assistant on horses, 
tracks, track conditions, odds, or any other suitable in- 
formation for upcoming or past races. Alternatively, a us- 
er may input such information with a keyboard, touch 
screen, microphone, or any other suitable input system. 
[001 1] Casino games, traditional games, or wagering 
events implemented on computers, electronic game de- 
vices or systems, or on-line game systems may com- 
municate with a user's game and wagering assistant 
system to automatically update and track game play and 
wagering. The user may query the game and wagering 
assistant system for game play advice such as which 
card to play, whether to take another card, or any other 
suitable advice. For example, the game and wagering 
assistant system may vibrate, give an audible indicator 
(e.g., beep, synthesized voice instruction, etc.), or dis- 
play a command on a screen to take a card in a blackjack 
game. The game and wagering assistant may also pro- 
vide updated game play or wagering advice based on 
the updated information. 

[0012] In some embodiments, the game and wager- 
ing assistant system may provide probability informa- 
tion, statistics, or mathematical progression wagering s 
analysis for a particular game or wagering event. For 
example, this information may be used to determine 
game play and wagers during the course of a series of 
rounds of a particular casino game in order to minimize 
the casino advantage, minimize player losses, or max- 
imize "comps" (complimentary goods or services given 
by the casino to a player). The user may access this 
information on a screen of the game and wagering as- 
sistant system. Alternatively, the information may be 
provided to the user in an audible format (e.g., synthe- 
sized voice instructions to a user from a speaker, a set 
of headphones, or an earphone). Any other suitable sys- 
tem or device may be used to access the information 
and/or communicate the information to the user. 
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[0013] In some embodiments, probability information, 
statistics, arid mathematical progression wagering infor- 
mation may be used to control the rate at which a player 
loses money (i.e., a "burn rate"). For example, a user 
may allocate a particular amount of money for wagering 
on casino games (e.g., allocate $500 to spend on casino 
game play). The probability and mathematical progres- 
sion information may be used to control the rate at which 
money is lost. 

[001 4] The game and wagering assistant system may 
be adapted for providing information for electronic game 
devices or systems, games implemented on computers, 
on-line games or wagering events, or for providing in- 
formation during table games or at wagering events. In 
some embodiments of the invention, an assistant may 
provide information in a separate window from the on- 
line or computer game or wagering event on the user's 
computing device. 

Brief Description of the Drawings 

[0015] Further features of the invention, its natureand 
various advantages will be come more apparent from 
the following detailed description of the preferred em- 
bodiments, taken in conjunction with the accompanying 
drawings, in which like reference characters refer to like 
parts throughout, and in which: 

[0016] FIG. 1 is an illustrative computer network gam- 
ing and wagering system capable of providing game 
play assistance and wagering advice in accordance with 
various embodiments of the present invention; 
[0017] FIG. 2 is an illustrative menu display for game 
and wagering assistant system in accordance with var- 
ious embodiments of the present invention; 
[0018] FIG. 3 is an illustrative interactive blackjack 
display for a game and wagering assistant system in ac- 
cordance with various embodiments of the present in- 
vention; 

[0019] FIG. 4 is an illustrative mathematical progres- 
sion comparison display for a game and wagering as- 
sistant system in accordance with various embodiments 
of the present invention; 

[0020] Fl G. 5 is an illustrative statistical summary dis- 
play for a game and wagering assistant system in ac- 
cordance with various embodiments of the present in- 
vention; 

[0021] FIG. 6 is an illustrative interactive roulette dis- 
play for a game and wagering assistant system in ac- 
cordance with various embodiments of the present in- 
vention; 

[0022] FIG. 7 is an illustrative roulette performance 
statistics display for a game and wagering assistant sys- 
tem in accordance with various embodiments of the 
present invention; 

[0023] FIG. 8 is an illustrative interactive poker dis- 
play for a game and wagering assistant system in ac- 
cordance with various embodiments of the present in- 
vention; 



[0024] FIG. 9 is an illustrative interactive craps display 
for a game and wagering assistant system in accord- 
ance with various embodiments of the present inven- 

5 [0025] FIG. 10 is an illustrative interactive slots dis- 
play for a game and wagering assistant system in ac- 
cordance with various embodiments of the present in- 
vention; 

[0026] FIG. 11 is an illustrative interactive baccarat 
*o display for a game and wagering assista nt system in ac- 
cordance with various embodiments of the present in- 
vention; 

[0027] FIG. 1 2 is an illustrative interactive chess dis- 
play for a game and wagering assistant system in ac- 
15 cordance with various embodiments of the present in- 
vention; 

[0028] FIG. 13 is an illustrative interactive backgam- 
mon display for a game and wagering assistant system 
in accordance with various embodiments of the present 
20 invention; and ^ 

[0029] FIG. 14 is an illustrative interactive horse rac- 
ing display for a game and wagering assistant system 
in accordance with various embodiments of the present 
invention. 

25 

Detailed Description of the Invention 

[0030] The present invention is now described in 
more detail in conjunction with FIGS. 1-14. 

30 [0031] FIG. 1 represents an illustrative game and wa- 
gering system in accordance with various embodiments 
of the present invention. As shown, system 100 may in- 
clude one or more user computing devices 110 that may 
be connected by one or more communication links 112 

35 and a computer network 114 to a server 116. 

[0032] In system 100, user computing device 110 may 
be a computer, processor, personal computer, laptop 
computer, handheld computer, personal digital assist- 
ant, computer terminal, a combination of such devices, 

40 or any other suitable device. Usercomputing device 110 
may have any suitable device capable of receiving user 
input. For example, user computing device 110 may 
have a keyboard, buttons, a touch screen, or may be 
voice activated. User computing device 110 may be 

■« voice activated by having a microphone to receive input 
from a user or game administrator, and may be adapted 
with voice recognition software or hardware which may 
enable user computing device 110 to perform tasks 
based on voice input. User computing device 110 may 

50 also have a communications interface to send or receive 
data from computer network 114 over communication 
link 112. 

[0033] User computing device 110 may be hardware, 
software or any suitable combination thereof which may 
55 provide game play tracking, as well as game and wa- 
gering advice to a user. In some embodiments, user 
computing device may run game and wagering assist- 
ant software. Game and wagering assistant system 




5 EP1319 

functions may also be partitioned between user comput- 
ing device 110 and server 116, and partitioned functions 
may communicate information with one another as 
needed. User computing device may have a screen to 
display game information and playing advice to the user. 5 
Alternatively, user computing device 110 may have a 
speaker, or may be connected to a set of headphones 
or an earphone to provide audible advice (e.g., synthe- 
sized speech) on game play or wagering to a user. 
[0034] - As shown in system 1 00 of FIG. 1 , user com- io 
puting device 110 may be used to play electronic or on- 
line games, or participate in wagering events, on com- 
puter network 114. In some embodiments, user comput- 
ing device 110 may be used separately from computer 
network 114 or server 116 and may provide advice for « 
playing games or participating in wagering events. For 
example, user computing device 110 may be used to 
provide advice when a user is at a gambling table in a 
casino. In some other embodiments, user computing 
device 110 may provide information for wagering on a 20 
horse race. 

[0035] Communications links 112 may optical links, 
wire links, wireless links, coaxial cable links, telephone 
line links, satellite links, lightwave links, microwave 
links, electromagnetic radiation links, or any other suit- 25 
able communication links for communicating data be- 
tween user computing device 110 and server 116. 
[0036] Computer network 1 1 4 may be the Internet, an 
intranet, a local area network (LAN), a wide area net- 
* work (WAN), a metropolitan area network (MAN), a vir- 30 
tual private network (VPN), a wireless network, ah opti- 
cal network, a cable network, a digital subscriber line 
network (DSL), or any other suitable network. 
[0037] Server 116maybea processor, a computer, a 
data processing device, or any other suitable device. In 35 
some embodiments, server 116 may be hardware, soft- 
ware, or any suitable combination thereof which may 
communicate with user computing device 1 1 0 to provide 
games or wagering events, provide information related 
to the games or wagering events, process gaming or <o 
wagering data, provide game rules or strategies, per- 
form statistical analysis on game play or wagering, store 
game play statistics, or perform any other suitable func- 
tion. 

[0038] In some embodiments, electronic game play, « 
wagering events, or related information processing may 
occur via computer network 114, server 116, user com- 
puting devices 110, and communications links 112. 
Players at user computing devices 110 may conduct 
electronic gaming or wagering, or obtain game play or so 
wagering advice using suitable input devices connected 
to or part of user computing device 110. In some em- 
bodiments, games or wagering events running on serv- 
er 116 may provide game update information via com- 
puter network 114 and communications links 112touser 55 
computing devices 110. For example, information on 
cards played during a blackjack game running on server 
11 6 may be sent to user computing devices 110 and au- 
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tomatically tracked and counted by the game and wa- 
gering assistant running on the user computing device 
110. In another example, horse race information (e.g., 
horses, odds, past race statistics, etc.) may be provided 
by server 116 to user computing device 110. 
[0039] FIG. 2 illustrates main menu display 200 for a 
game and wagering assistant system. As shown, dis- 
play menu 200 may include selectable casino games 
buttons area 210. Area 210 may include: blackjack but- 
ton 220, roulette button 230, poker button 240, craps 
button 250, slots button 260, baccarat button 270, or any 
other suitable game button. Alternatively, in a voice-ac- 
tivated system with a microphone, a user may select 
blackjack, craps, slots, baccarat, or any other suitable 
game with a voice command. 

[0040] Selection by a user of any of the buttons in area 
210 may present a display corresponding to the select- 
ed game. For example, if blackjack button 220 is select- 
ed, display 300 of FIG. 3 may be presented. Similarly, 
selecting roulette button 230 may present display 600 
(FIG. 6), selecting poker button 240 may present display 
800 (FIG. 8), selecting craps button 250 may present 
display 900 (FIG. 9), selecting slots button 260 may 
present display 1000 (FIG. 10), and selecting baccarat 
button 270 may present display 1100 of FIG. 11. 
[0041] Display menu 200 may also include selectable 
other games area 280 and wagering events area 290. 
Other games y area 280 may include selectable chess 
button 282, backgammon button 284, or any other suit- 
able button. Wagering events area 290 may include 
horse racing button 292 or any other suitable button re- 
lated to wagering events. 

[0042] Similar to the selection of buttons in area 210 
discussed above, selection of buttons in other games 
area 280 and wagering events area 290 may present a 
display corresponding to the selected game or event. 
For example, if chess button 282 is selected, display 
1200 of FIG. 12 may be presented. Similarly, selecting 
backgammon button 284 may present display 1300 of 
FIG. 13, and selecting horse racing button 292 may 
present display 1400 of FIG. 14. 
[0043] Alternatively, if the game and wagering assist- 
ant is adapted to receive and process voice commands, 
a user may utilize a voice command to select casino 
games, other game, or event wagering features for a 
particular game or wagering event. The game and wa- 
gering assistant may use synthesized speech projected 
though a speaker, a set of headphones, or an earphone 
to provide choices, advice, or game play information to 
a user. For example, a user may say "blackjack" into a 
microphone or other suitable device connected to the 
game and wagering assistant in order to receive black- 
jack game assistance, or begin logging information re- 
lated to blackjack game play and wagering. 
[0044] Turning to FIG. 3, interactive blackjack display 
300 of a game and wagering assistant system may pro- 
vide a user with game assistance and information relat- 
ed to blackjack. In addition to the selectable buttons or 
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features of display 300 described below, voice com- 
mands may be used to select features of the game and 
wagering assistant for blackjack. 
[0045] Display 300 may include menu bar 302. In 
some embodiments, menu bar 302 may be divided into 
games, options, or any other suitable categories. Menu 
bar 302 may include selectable game menu items such 
as blackjack button 304, roulette button 306, poker but- 
ton 308, craps button 310, slots button 312, baccarat 
button 314 or any other suitable buttons to access ad- 
vice or assistance for suitable casino games. 
Similar to buttons 220-270, 282-284, and 292 of display 
200 discussed above, buttons 304-314 may be selected 
to change the display to show advice, statistics, game 
play information or other suitable information for other 
casino games. 

[0046] Menu bar 302 may also have options buttons, 
which may include game rules button 316, basic strate- 
gy button 318, maximizing "comps" button 320, play-by- 
play advice button 322, compare mathematical wager- 
ing progressions 324, or any other suitable button. Se- 
lection of buttons 316-324 may present displays with in- 
formation which relate to interactive blackjack display 
300. 

[0047] A user may, for example, select game rules 
button 316 in order to view basic rules of blackjack in a 
separate window or display. Similarly, selection of basic 
strategy button 318 may provide a user with a display 
of strategy options for blackjack. Selection of maximiz- 
ing comps button 320 may provide a user with strategies 
for obtaining "comps" (i.e., complimentary goods or 
services from a casino, such as food, hotel accommo- 
dations, etc.). Button 322 may be selected by a user to 
obtain play-by-play advice for a blackjack game. 
[0048] In some embodiments, selecting button 324 
may provide a user with comparisons of different math- 
ematical progressions (e.g., d'Alembert, Fibonacci, etc.) 
which may be used to optimize wins and losses. For ex- 
ample, display 400 (illustrated in FIG. 4) showing com- 
parisons of wagering using different mathematical pro- 
gressions may be presented when a user selects button 
322. Display 400 may provide wagering and payoff sce- 
narios using a variety of mathematical progression mod- 
els. Mathematical progression information may be used 
in order to minimize losses over a particular wagering 
round of a game or wagering event, a particular game 
or wagering event, a series of rounds of a game or wa- 
gering event, or over many kinds of games or wagering 
events. In some embodiments, mathematical progres- 
sion information may also be used to aid a user in con- 
trolling the rate at which money is expended on wager- 
ing during game play of a particular game or for a series 
of games. Such mathematical progression wagering ad- 
vice and analysis may indicate odds and potential gains 
for such strategies as doubling a wager after a win, or 
reducing a wager after a loss, or other wagering strate- 
gies. 

[0049] Mathematical progressions for wagering may 



be used to formulate wagers. Using the D'Alembert sys- 
tem for wagering in games, for example, one increases 
a wager by one unit after a loss, and decrease the wager 
by one unit after a win. A unit may be $1 , $5, $20, or any 
other suitable monetary value. For example, a player 
wagers one unit in a game and subsequently loses. The 
player is at -1 units. Following the D'Alembert progres- 
sion by increasing the number of units after a loss, the 
player would increase the wager by 2 units for the fol- 
lowing round or game played. If the player wins, the 
player is now +1 units. Again, following the D'Alembert 
progression by reducing the number of units after a win, 
the player would bet 1 unit. If the player then loses, the 
player is at +0 units. If the player uses the D'Alembert 
progression again, wagers two units, and subsequently 
loses, the player is now at -2 units. Using D'Alembert 
again that indicates to increase the number of units after 
a loss, the player increases the wager to 3 units. Play, 
will continue to occur until a stop-win or a stop-loss 
point, or any other suitable point determined by the play- 
er. 

[0050] There is no specific determined stop-win point 
with the D'Alembert system of play, other than one which 
is predefined by the user. In some embodiments, a user 
may indicate (e.g., using a verbal command into a mi- 
crophone, using a touch screen, using a keyboard, etc.) 
a stop-win amount in the game and wagering assistant 
device. For example, if one unit of profit is indicated as 
the stop-win amount, then the player would have 
reached the stop-win point after the first round (+1 unit) 
in the example above). Upon reaching a stop-win point, 
a user may quit a game or begin a new sequence. Under 
D'Alembert, the higher the stop-win number, the longer 
the sequence may be. A series of losses in sequence 
using D'Alembert may cause a player to lose money 
quickly. In some embodiments, a user may indicate a 
stop-loss point for a sequence of play to help control 
losses or control the rate at which money is lost (i.e., 
control the "bum rate" of a predetermined amount of 
money for wagering purposes). 

[0051] FIG. 4 illustrates display screen 400 which 
contains diagrams indicating the probabilities of events 
under various progressions. For example, the D'Alem- 
bert progression diagram 410 of display screen 400 il- 
lustrates probability information for a roulette wheel 
(double zero version with 38 pockets). Players may bet 
on numbers 1-36, where half the numbers are red, and 
the other half are black. For example, if one wagers on 
red or black, there are 18 ways (one-half of 36, since 
half are red and half are black) out of 38 ways (numbers 
1-36, plus zero and double zero) to win the wager. 
Therefore, 18 ways divided by 38 total ways equals 
0.4737, or 47.37%. There are 20 ways out of 38 to lose 
the first wager. The chances of losing the first wager 
(20/38) times winning the second wager (18/38) are 
24.93%. 

[0052] In some embodiments, the game and wager- 
ing assistant system may calculate the probability of 
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winning a particular series of wagers. Continuing with 
the example above involving roulette, the probability of 
a win is 18/38 and the probability of losing a wager is 
20/38 for each spin. If a player loses the first three 
wagers, and wins the next two wagers, the probability 
of winning the next wager would be (20/38) 3 x (18/38) 2 , 
which would equal 3.27% (probability of total sequence 
occurring). 

[0053] Turning again to FIG. 3, display 300 may have 
toolbar 330, which may include new game button 332, 
reset button 334, save button 336, or any other suitable 
buttons. A user may select button 332 in order to initial- 
ize display 300 for a new blackjack game but retain sum- 
mary information of previous games. However, if a user 
selects button 334, all of the information presented on 
display 300 may be reset. If a user would like to save 
the game play data for a game or a series of blackjack 
games, the user may select button 336. The game play 
data may be saved, for example, on user computing de- 
vice 110 or server 116 (both illustrated in system 100 of 
FIG. 1). 

[0054] Window 340 of display 300 may present black- 
jack strategy for a user. Alternatively, the game and wa- 
gering assistant may provide audible advice (e.g., syn- 
thesized voice) over a speaker, headphones, or ear- 
phone to a user. Table 342 of window 340 may include 
playing advice for different card combinations. For ex- 
ample, table 342 may advise to hit, stand, double down, 
pair split, surrender (quit), do X if allowed or otherwise 
do Y, or any other suitable advice. In some embodi- 
ments, individual items of advice in table 342 may be 
selected in orderto obtain additional information regard- 
ing the advice (e.g., definition of term, rationale for ad- 
vice, etc.). In some embodiments, if table 342 is too 
large to fit in window 340, or additional tables of advice 
are presented (e.g., a table with advice for pair splitting, 
etc.), the user may be able to scroll down to see the rest 
of table 342 or additional tables of advice. 
[0055] Window 350 may assist a user with card count- 
ing in blackjack game play and wagering. In some em- 
bodiments, window 350 may be integrated with display 
300, or may be a separate window or may be presented 
on a separate display. Add/subtract button 352 may al- 
low a user to increase or decrease the occurrence of a 
card. In some embodiments, button 352 may be placed 
adjacent to a card reference 354 (e.g., 2, 3, 4, 5, 6, 7, 
8, 9, Ace, etc.). Number of occurrences 356 may be ad- 
jacent to each card reference 354 to indicate the number 
of times a card has appeared. Alternatively, with a voice- 
activated game and wagering assistant system, a user 
may indicate which cards have been played by speaking 
into a microphone, or alternatively by using a directional 
microphone to pick up the dealer's recitation of the 
played cards. Voice recognition software or hardware 
may interpret the speech received by the microphone, 
and keep track of the cards played. If the game and wa- 
gering assistant determines that a user should take an- 
other card, the game and wagering assistant may vi- 



brate, produce an audible noise (e.g., beep, etc.) or 
command (e.g., synthesized voice command), indicate 
the information on a display screen, or inform the user 
in any other suitable manner. 
5 [0056] Window 360 may present odds, probability, or 
statistical information to the user for blackjack. For ex- 
ample, information such as initial casino edge percent- 
age (e.g., a casino may have a 5.75% advantage for 
blackjack), correct hitting/standing percentage, correct 
io doubling percentage, correct pair splitting percentage, 
or any other suitable information, may be presented. 
[0057] Similarly, window 370 may summarize game 
play information, including number of hands played, 
wins, losses, or other suitable information. Additional in- 
15 formation button 372 may be selected by a user in order 
to view summary information for each game. For exam- 
ple, if additional information button 372 is selected, dis- 
play 500 of FIG. 5 may be presented to show wins, loss- 
es, wagers, cards, graphs of winnings or losses for each 
20 hand, a chart of cards played, or any other suitable in- 
formation for each blackjack hand played. 
[0058] Window 370 of FIG. 3 may also indicate the 
rate at which a user is losing money on wagers. For ex- 
ample, a user may monitor how quickly they are ap- 
25 proachlng a predetermined amount of money allocated 
for wagering on games or events(i.e., a user may mon- 
itor their "bum rate" on wagers). 
. [0059] Interactive blackjack display 300 of FIG. 3 may 
include "comps" window 380, which may assist a user 
30 in optimizing the complimentary goods or services re- 
ceived from a casino. Typically, casinos may determine 
how much a player's "action" is worth. 
Action may be the amount of money risked over a period 
of time (e.g., 100 hands x $10 per hand x 3 hours = 
35 $3000). Casinos may calculate the amount of a player's 
action they expect to win by multiplying the level of acr 
tion for a player by the casino advantage for a game. 
This calculation may also be used by the player to de- 
termine the amount of losses a player may sustain. 
40 [0060] Casinos may give players comps worth a cer- 
tain percentage of the player's losses (e.g., 20%). A 
blackjack player may use the information presented in 
window 380 in order to get more in comps (than corre- 
spond to the losses sustained by the player at blackjack 
"5 or correspond to the typical sustained ). A casino may 
earmark a certain loss for a player, and may give a comp 
to the player which is worth a certain percentage of that 
loss. By using the game play strategy information in dis- 
play 300, the player may minimize their losses, reduce 
50 the casino's advantage, and maximize comps. 

[0061] In some embodiments, window 380 may pro- 
vide information which may allow a user to perform val- 
uation of comps offered by a casino. A user may select 
a particular comp.to compare actual losses, or estimat- 
es ed, to comps. Alternatively, window 380 may present 
valuation analysis for a series of comps offered. 
Thus, a user may determine to what extent a comp may 
make up for losses sustained. 
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[0062] Comp valuation information may allow a user 
to make an informed decision if a user is presented with 
a choice of comps. Also, if comps are offered to entice 
a player to come to a casino to play blackjack or other 
casino games, a user may be able to determine to what 
extent potential losses may be offset by comps from a 
casino. 

[0063] Turning to FIG. 6, interactive roulette display 
600 may provide information and game play advice re- 
lating to roulette play. Display 600 may have a side 
menu and toolbar with a similar appearance and func- 
tionality to menu bar 302 and toolbar 330 in system 300 
(FIG. 3). However, selectable options in the menu bar, 
such as game rules, basic strategy, maximizing comps. 
play-by-play advice, or compare mathematical wager- 
ing progressions may present displays of information re- 
lated to roulette. 

[0064] Game selector area 602 may allow a user to 
select the number of pockets for the roulette game. Op- 
tion 604 may allow a user to select a game with 38 pock- 
ets (includes zero (0) and double zero (00)), while se- 
lecting option 606 may allow a user to view information 
for a 37 pocket game (French style). In some embodi- 
ments, selection of option 604 or option 606 may alter 
roulette betting area 610. Alternatively, a user may pro- 
vide voice commands to the game and wagering assist- 
ant regarding the number of pockets for the roulette 
game using a microphone, and the game and wagering 
assistant may process these commands. The game and 
wagering assistant may provide advice on wagering (i. 
e., what amount of money) and which numbers or color 
to wager on in roulette. This information may be provid- 
ed on a screen of the game and wagering assistant, or 
may be provided by synthesized voice played on a 
speaker, a set of headphones, or an earphone. 
[0065] Betting area 610 may include outside betting 
area 612 and inside betting area 614. Outside betting 
area 612 may allow for betting on red, black, odd, even, 
numbers 1-18, numbers 19-36, the first 12 numbers, the 
second 12 numbers, the third 12 numbers, or any suit- 
able combination thereof. Inside area 614 may include 
numbers 1-36, 2-to-1 areas, or any other suitable areas. 
[0066] Chip area 616 may allow a user to select a bet- 
ting chip (e.g., $1, $5, $10, $20, etc.) and drag it to bet- 
ting area 61 0 to represent a wager/ Alternatively, wagers 
may be placed in betting area 610 by voice-commands 
by the user into a microphone of the game and wagering 
assistant device or with any other suitable method. In 
some embodiments, a user may change the value of the 
chips or add new chips with new values. 
[0067] Table minimum button 620 may allow a user to 
increase or decrease the table minimum according to 
the rules of the game. In some embodiments, display 
600 may present information to the user whether their 
wagering is correct based on the table minimum and 
game rules (e.g., rules for placing wagers in outside bet- 
ting area 612 or inside betting area 614). For example, 
inside bets typically need to add up to the table mini- 



mum, while outside bets have to each meet the table 
minimum. A message may be presented on screen 600 
or may be given in an audible message (e.g., synthe- 
sized voice from a speaker, earphone, or headphones 
5 connected to or part of the game and wagering assist- 
ant) by the game and wagering assistant if inside or out- 
side wagers are incorrectly made based on the table 
minimum set by the user or the game rules. 
[0068] Enter results area 630 may allow a user to in- 
to put data based on the results from casino table play, 
electronic roulette game play, on-line roulette play, or 
. any other suitable game play. A user may use red option 
632 or black option 634 to indicate color, and may use 
pull down menu 636 to indicate the number (e.g., num- 
is bers 1-36, etc.). Alternatively, with a game and wagering 
assistant equipped with a microphone and voice recog- 
nition capabilities, a user may gfve a voice command to 
select red or black options, or a number from 1-36. In 
some embodiments, the user may select submit button 
20 638 in order to store the wagering information and the 
user"s result based on the outcome and the wager 
made. 

[0069] Statistical information regarding the user's wa- 
gering and win/loss record may be viewed by"selecting 

2S performance button 640. For example, selecting button 
640 may present performance statistics display 700, il- 
lustrated in FIG. 7. In some embodiments, information 
regarding the rate at which a user is losing money may 
be indicated such that the user knows how quickly, for 

30 example, he or she is losing the total amount of money 
that they have allocated for wagers on a casino game 
or series of games. Thus, a user may set a total amount 
of money that they are prepared to spend on wagers, 
and this feature 

35 [0070] As shown, display 700 of FIG. 7 may have in- 
formation for each roulette game played, including 
wager amounts and minimum wager information for out- 
side bets, 2-to-1 wagers, inside bets, or any other suit- 
able information. Display 700 may also present the char- 

40 acteristics of the wager made for each game (e.g., red, 
black, even, odd, 1-18, 19-36, first 12 numbers, second 
12 numbers, third twelve numbers, amount won/lost, 
etc.). In some embodiments, display 700 may indicate 
whether the user was utilizing a mathematical progres- 

45 sion for wagering for a particular game (e.g., Fibonacci, 
d'Alembert, etc.). There may be an advantage of using 
mathematical progression for wagering in order to opti- 
mize wagering for particular game play decisions to min- 
imize monetary losses, or control the rate at which mon- 

50 ey is lost. Furthermore, game play advice wagering 
analysis may be particularly helpful if a casino or other 
game provider alters the odds of winning. For example, 
a casino or other game provider may announce that 
number 11. 17 and 33 will pay 40-1 odds instead of the 

55 standard 35-1 . The game and wagering assistant may 
advise a user on game play and wagering with these 
revised odds. 

[0071] . Turning to FIG. 8, interactive poker display 800 




may be viewed when a user selects poker button 240 
from main menu 200 or when the user selects poker 
game option from the menu bar in the displays illustrated 
in FIGS. 3-10. Alternatively, a user may use a voice com- 
mand into a microphone connected to the game and wa- 
gering assistant to invoke the poker game option. 
[0072] Display 800 may have a menu bar similar to 
menu bar 302 and a toolbar 802 similar to toolbar 330 
of display 300 (FIG. 3). In some embodiments, the tool- 
bar may include a button to activate displays for poker 
game statistics (e.g., number of wins, wagers made for 
each play, amount of wagers made by other players, 
amount of money or comps won, etc.). 
[0073] Game type menu 802 may be selected by a 
user to select the version of poker, particular play op- 
tions, or any other suitable options. Menu 802 may in- 
clude Hold 'em, Omaha, or Stud poker game options, 
as well as a high/low option or any other suitable option. 
In some embodiments, the selection of the game type 
may affect the advice given if the user selects the play- 
by-play advice option in the menu bar. 
[0074] Window 810 may contain information related 
to the user's cards for a poker game. Action menu 812 
may be a menu that may allow a user to select from op- 
tions to add a card, remove a card, play a card, or any 
other suitable option. Upon selecting an action, the user 
may next select a card from card type menu 814 which 
may include a list of cards (e.g., 2-10, Jack, Queen, 
King, Ace, etc.). If the user selects update button 816, 
user card list 818 may be updated to show the current 
cards of the user's poker hand. Alternatively, a game 
and wagering assistant system with a microphone and 
with speech recognition capabilities may receive and 
process voice commands from a user or other person 
related to adding a card, removing a card, playing a 
card, the type of card, or perform any other function re- 
lated to updating game play information. In some em- 
bodiments, the card information for the user and other 
players may be automatically updated as game play oc- 
curs where the poker game is a computer game or on- 
line game. Game play information may be communicat- 
ed between the poker game software or hardware and 
the game and wagering assistant system. In some em- 
bodiments, the game and wagering assistant may pro- 
vide audible instructions (e.g., synthesized voice com- 
mands to the user) as to what cards to play or what 
amount to wager. 

[0075] Wager menu 820 may allow a user to select a 
wager value (e.g., $5, $10, $20, etc.). Limit menu 822 
may allow a user to select a table limit for the poker 
game (e.g., no limit, $20, etc.). If the user selects update 
button 824, the wager or limit information displayed in 
window 810 may be updated. 

[0076] Cards-played window 830 of display 800 may 
allow a user to track a poker game and input information 
to allow interactive poker display 800 to provide advice 
on game play. Action menu 832 may allow a user to se- 
lect community cards available, cards played, or any 



other suitable option. Card type menu 834 may allow a 
user to select the card value (e.g.. 2-10, Jack, Queen, 
King, Ace) after selecting the action involving the action. 
Alternatively, the card type may be selected before the 
s action from menu 832. Selecting button 836 may update 
list of cards played 838 or community cards available 
list 840. Alternatively, a game and wagering assistant 
system with a microphone and voice recognition capa- 
bilities may receive voice commands from a user to in- 
to dicate community cards available, cards played, card 
type, or any other suitable information to update game 
play tracking in the game and wagering assistant. Again, 
as mentioned above, a game and wagering assistant 
may provide advice to a user as to what cards to play 
>5 and wagering amounts with a synthesized voice or on 
a screen. In some embodiments, cards available and 
cards played information may be automatically updated 
between the game and wagering assistant and the elec- 
tronic, computer, or on-line poker game. 
20 [0077] Add player button 850 may allow a user to en- 
ter information about other players of the game. Player 
information may be displayed in area 852. 
Define wager button 854 may allow a user to define 
wager information related to the list of players displayed 
25 in area 852. Wager information may be displayed in area 
865. 

[0078] Turning to FIG. 9, craps display 900 may pro- 
vide a user with information to assist them with playing 
and wagering in craps games. Similar to displays for oth- 

30 er casino games discussed above (e.g., blackjack dis- 
play 300 of FIG. 3, roulette display 600 of FIG. 6, etc.), 
display 900 may include a menu bar and a toolbar. 
[0079] Window 910 of display 900 may include 
number area 912, combinations area 914, number of 

35 combinations 91 6, or any other suitable information. Ar- 
ea 912 may include the number achieved upon a roll of 
two dice (e.g. , 2-12). Area 914 may list the combinations 
of numbers that may make up a number in area 912. 
For example, the number 7 may be achieved by combi- 

io nations of 6+1, 1+6, 5+2, 2+5, 4+3, and 3+4. Area 916 
may list the number of combination for a particular 
number. For example, the number 7 may have 6 differ- 
ent combinations (6+1, 1+6, 5+2, 2+5, 4+3, and 3+4). 
[0080] Window 920 of display 900 may provide tools 

45 to allow a user to enter wagering information. Button 922 
may allow a user to enter the amount wagered for a par- 
ticular roll of the dice. Menu 924 may allow a user to 
select the number that the user may bet on (e.g., 2,-1 2, 
pass line, etc.) with the entered wager amount (e.g., 

50 amount entered with button 922). Roll menu 926 may 
allow the user to enter what the result of the roll was (e. 
g., 7, 11. craps (2, 3, 12), point (4,5,6,8,9), etc.). Submit 
button 928 may allow the wagering information and 
game play statistics to be stored, for example, in a com- 

55 puting device. Alternatively, entering wager information 
may be done by voice commands made by a user into 
a microphone connected to a game and wagering as- 
sistant system. In some embodiments, a user may re- 
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ceive audible advice from the game and wagering as- 
sistant device on which combinations to wager on and 
the wagering amount. 

[0081] The user may view the statistical information 
related to game play by selecting button 930, giving a 
voice command into a microphone connected to the 
game and wagering assistant system, or by any other 
suitable method. In some embodiments, selection of 
button 930 may present a separate display screen to the 
user which may include, for example, number of rolls, 
results of each roll, the amount wagered, what numbers 
wagers were placed on, or any other suitable informa- 
tion. 

[0082] Interactive slots display 1 000 illustrated in FIG. 
10 may assist a user in wagering and game play with 
various slot machines. The user may select the type of 
slot machine using number of reels menu 1010. The us- 
er may select a three reel, a five reel, or any other suit- 
able number reel slot machine using menu 1 01 0, a voice 
command into a microphone connected to the game and 
wagering assistant, or any other suitable method. 
[0083] In some embodiments, the user may indicate 
whether they are performing slot testing using menu 
1020. When the user selects the slot testing mode, a 
user may wish to gather information-on the payoff rate 
of a slot (e.g. , gather a sample set of information regard- 
ing the behavior of a slot machine game). The informa- 
tion obtained during slot testing may be stored by a 
game and wagering assistant system or server and 
used to offer advice regarding slot play and wagering. 
[0084] A user may enter information relating to the slot 
schedule for a particular machine using denomination 
button 1030 and win amount button 1032. Buttons 1030 
and 1032 may allow a user to enter the posted informa- 
tion regarding denominations and win amount for a slot 
machine or game. Alternatively, voice commands may 
be given by the user into a microphone connected to a 
game and wagering assistant device with voice recog- 
nition capabilities for entering information regarding de- 
nominations and win amounts, 
i [0085] Buttons 1040, 1042, and 1044 may be used to 
select one coin, two coin, or three coin slot options, or 
any other suitable coin number. Buttons 1 046, 1 048 and 
1050 may respectively be used to enter the monetary 
payout based on the nurnber of coins entered. Alterna- 
tively, voice commands may be used to select these fea- 
tures. 

[0086] The payoff percentage rate may be indicated 
at area 1060 of display screen 1000. The payoff per- 
centage rate may, for example, be based on information 
posed on the slot machine, from slot testing, previous 
pulls of the slots, or any other suitable information. In 
some embodiments, the user may select graph button 
1062 to view a graph of the payoffs for each pull of the 
slots. 

[0087] Menu 270 may allow a user to select bonus 
multiplier factors. Menu 270 may include multi-jackpot, 
triple double diamond, five times pay, cherries 'R wild. 



triple red white and blue, or any other suitable menu op- 
tions. In some embodiments, if one menu item is select- 
ed, another menu may be accessed to identify the bonus 
type (e.g., bonus credit, scatter pay, free spin, etc.). Se- 
lection of submit button 1 090 may allow the entered slot 
machine information to be retained by a user computing 
device (e.g., user computing device 110 illustrated in 
FIG. 100). In some embodiments, the game and wager- 
ing assistant may give audible advice on whether to con- 
tinue playing a slot machine given the payout sample 
data, or advice on increasing or decreasing the amount 
of the wager. 

[0088] Turning to FIG. 11, interactive baccarat display 
1100 may assist a user in wagering and game play with 
baccarat. Display 1100 may have a side menu with sim- 
ilar appearance and functionality to menu bar 302 in dis- 
play 300 illustrated in FIG. 3. However, selectable op- 
tions in the menu bar such as game rules, basic strategy, 
maximizing comps, or compare mathematical wagering 
progressions may present displays of information relat- 
ed to baccarat. 

[0089] Baccarat table 1102 shown in FIG. 11 may 
have the same layout as a standard baccarat table. 
Wagers may be placed for the banker hand winning, the 
player hand winning, or for a tie. There may be seven 
numbered positions on each side of baccarat table 
1102. The numbers may run from one to fifteen, exclud- 
ing the number thirteen. Each position may have three 
betting areas associated with it that correspond to bank- 
er, player, and tie. 

[0090] Alternatively, baccarat table 1102 of display 
1100 may be a mini-baccarat table, wherein the table is 
essentially one end of the standard baccarat table. Just 
like the standard baccarat table, the mini-baccarat table 
may have seven areas around the outer edge of the ta- 
ble, each with three spots for betting. 
[0091] Select card window 1104 allows a user to se- 
lect cards and place them onto baccarat table 1102 to 
represent the game being played. Alternatively, a user 
may enter card information with voice commands into a 
microphone coupled to the game and wagering assist- 
ant system, wherein the system will process the infor- 
mation. Wager amount window 1106 may allow a user 
to enterawager amount. Place wager window 1108 may 
allow a user to select what the user is betting on (e.g., 
the banker, the player, or a tie). 

[0092] Card count window 1110 may assist a userwith 
card counting in baccarat game play and wagering. In 
some embodiments, window 1110 may be integrated 
with display 1100, or may be a separate window or may 
be presented on a separate display. Card count window 
1110 may be appear and function similarly to window 
350 of FIG. 3 for counting cards. 
[0093] Statistics window 1120 may provide statistical 
information on wins, losses, wagers, or any other suita- 
ble information. Wagers on banker window 1130 may 
display information related to the number of wins and 
losses by the user, as well as the amount of money won 
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or lost on wagers or any other suitable information. 
Wagers on banker window 1120 may also indicate the 
number of naturals (e.g., if the first two cards total nine 
or eight, the hand is referred to as a natural). Also, 
wagers on banker window 1 1 30 may display the amount 
of money taken by the 5% commission fee (generally, if 
one places wagers on the banker and wins, a 5% com- 
mission fee is assessed). Wagers on player window 
1140 and wagers on ties window 1150 may display sim- 
ilar information to wagers on banker window 1130. 
[0094] Interactive chess display 1200 of FIG. 12 may 
assist a user in wagering and game play with chess. Dis- 
play 1200 may be accessed from main menu display 
200 by a user selecting chess button 282 from selecta- 
ble other games list 280. Display 1200 may have a side 
menu bar 1202. Similarly to menu bar 302, menu bar 
1202 may have categories such as games and options. 
Selectable game menu items may include chess button 
1204, backgammon 1206, or any other suitable game. 
Buttons 1208-1214 may be selected by a user to display 
game rules, basic strategy, play-by-play advice, wager- 
ing advice, or any other suitable information. 
[0095] A user may select game rules button 1208 in 
order to display information relating to the rules of chess. 
Such information may include, for example, descriptions 
of the rules relating to the movement of the pawn, rook, 
knight, bishop, queen, and king pieces. Basic strategy 
button 1210 may be selected in order to display infor- 
mation related to basic strategies and plays. In some 
embodiments, such information may be geared towards 
beginning or intermediate chess players. 
[0096] Play-by-play advice button 1212 may be se- 
lected by a user for advice on how to play a particular 
move, as well as set a strategy for future moves. The 
game and wagering assistant system may store a data- 
base of different plays and strategies, select the most 
appropriate strategy for a player given the positioning of 
pieces on the board, and display the strategy to the user 
on display 1200. Selection of wagering advice button 
1214 by a user provides information on how much mon- 
ey a user should wager on a particular game of chess. 
Factors that may determine how much a user may be 
advised to wager may be based on the skill level of the 
player, as well as the skill level and game history of the 
user's opponent. 

[0097] Clocks 1216 and 1218 may provide timekeep- 
ing for both the user and the user's opponent for a chess 
game. Wagering window 1220 may allow a user to se- 
lect an amount of money to wager on the chess game. 
Again, as discussed above, a user may select wagering 
advice button 1214 from menu bar 1202 in order to re- 
ceive advice on what amount should be wagered. 
[0098] Chess board 1230 may display each player's 
game pieces (pawns, rooks, knights, bishops, queens, 
kings). A user may utilize a touch screen, keyboard, mi- 
crophone, or any other suitable input device in order to 
move the game pieces on chess board 1230 of display 
1200. 



[0099] Statistics window 1240 may display informa- 
tion related to the number of game wins, losses, the 
amount of money wagered on each game, the amount 
of money won or lost from wagering on each game or 

5 for all games played, strategies or moves used during 
each game, or any other suitable information. 
[0100] Turning to FIG. 13, interactive backgammon 
display 1300 may provide information, as well as game 
play and wagering advice, relating to backgammon. Dis- 

10 play 1300 may have a side menu with similar appear- 
ance and functionality to side menu 1202. The selecta- 
ble options in the side menu of display 1300 such as 
game rules, basic strategy, play-by-play advice, and wa- 
gering advice may present respective displays relating 

is to backgammon. 

[0101] Backgammon board 1310 may be representa- 
tive of a traditional backgammon board, with a home 
board and outer board separated by a bar. Backgam- 
mon board may have 24 triangles ("points") in altemat- 

20 ing colors. The bar separating the home and outer 
boards may hold checkers that are out of play until tfiey 
may enter the opponent's inner board. 
[0102] Doubling cube 1320 allows a user to select the 
value of the cube. The user may select from numbers 

25 2, 4, 8, 16, 32, and 64. The cube may be used to keep 
track of the number of points or units at stake in the 
game. Typically, at the start of a game, doubling cube 
1320 may indicate the number 64, which indicates that 
the game is being played for one point or unit. If a player 

30 feels that they have an advantage during the course of 
the game, they may choose to double the stakes of the 
game by changing the value of the cube to the number 
2. The opponent of the player desiring to double the 
stakes of the game may choose to decline the double, 

35 or they may choose to accept the double. 

[0103] Rules selection area 1330 allows a user to in- 
dicate whether the backgammon game is to be played 
an wagered on under the "Jacoby Rule", the "Crawford 
Rule", or any other suitable rule. Jacoby Rule button 

40 1332 allow a user to indicate that the game to be wa- 
gered on will be played under the Jacoby Rule. The 
Jacoby rule states that the game must be doubled for a 
gammon or backgammon to count. If the game is not 
doubled, it counts as a single game. A gammon (double 

45 game) is achieved when a player bears off all 15 of his 
or her men before the opponent has borne off a single 
man. If one bears off all 15 of one's men before an op- 
ponent has borne off a single man, and the opponent 
still has one or more men in one's home board or on the 

50 bar, backgammon (triple game) is achieved. Generally, 
the Jacoby rule leads to faster play and allows a player 
to get out of a game that the player will not win. It may 
also make for a game with quicker doubles and higher 
stakes. Selection of Crawford Rule button 1334 by the 

55 user may indicate that the trailing player may not double 
for one whole game once the leader is one point away 
from winning the match. Since the trailer has nothing to 
lose by doubling every game, it gives the leader one un- 
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doubled game to try and finish the match. 
[0104] Wagering window 1340 may allow a user to 
track wagers on a backgammon game. Prior to placing 
wagers, a user may select the wagering advice button 
located in the side menu to receive advice and options 
on wagering on backgammon games. Prime wagering 
window 1 342 may allow a user to select or enter a wager 
for each prime reached. Several points in a row is called 
a prime. In some embodiments, wagering window 1342 
may allow the user to select the number of points in a 
row that would result in a prime. Full prime window 1 344 
may allow a user to select or enter a wager for each full 
prime reached. Six points in a row is considered a full 
prime. 

[0105] Point window 1346 in wagering window 1340 
may allow a user to place a wager for each point 
achieved. A player may achieve a point by positioning 
two or more men on a point (triangle). The player then 
"owns" the point, and the opponent can neither rest on 
that point nor touch down on it when taking the com- 
bined total of his die roll with one man. 
[0106] Game window 1350 may allow a user to indi- 
cate a wager for a single game. A backgammon game 
is won when either player bears off all of their men first. 
If the losing player has borne off at least one checker, 
the player wins the number of points or units at stake 
determined by cube window 1320. Gammon window 
1358 may allow a user to indicate a wager for gammon 
(double game). A gammon occurs if the losing player 
has not borne off any of their checkers. The player wins 
twice the amount indicated by cube window 1320. Sim- 
ilarly, backgammon window 1 352 may allow a user to 
select a wager for backgammon (triple game). A back- 
gammon occurs when the winner bears off all of their 
checkers before their opponent is able to bear off any 
and still has checkers in their opponent's home board 
or on the bar. The winner would get three times the 
amount indicated in cube window 1352. 
[0107] Statistics window 1360 may provide informa- 
tion to the user regarding each backgammon game the 
user has played. The information displayed in statistics 
window 1360 may include the amount of money wa- 
gered in each game and the amount of money won or 
lost in each game, as well as the amount of money won 
or lost on points, primes, full primes, gammon and back- 
gammon. 

[0108] Interactive horse racing display 1400 of FIG. 
1 4 may assist a user in wagering on horse racing events. 
Display 1400 may be accessed from main menu display 
200 of FIG. 2 by a user selecting horse racing button 
292 from selectable wagering events list 290. 
[0109] Display 1400 may have a side menu bar 1410. 
Side menu bar 1410 may have a selectable statistics on 
track and horses button 1412, which may provide a user 
with a display showing statistics and information on past 
races and horse performance in those races. Location 
of the track, track conditions, distance of the race, hors- 
es involved in each race and their placing, wagering 



odds placed on the horses, or any other suitable infor- 
mation may be displayed. 

[0110] A user may select general wagering advice 
button 1414 from side menu 1410 in order to obtain ad- 

5 vice on wagering on horse races. For example, when 
general wagering advice button 1414 is selected, a dis- 
play may present such advice as: when betting straight, 
restrict bets to win and show only; bet on horses with 
odds of 5-1 or greater to win and odds 5-1 or less to 

10 place; avoid horses that have not raced in the past four 
week; or any other suitable general wagering advice. 
[01 1 1] Side menu 1 4 1 0 may allow a user to select up- 
coming races button 1416 that may display information 
on the horse races at tracks are coming up, or any other 

15 suitable information. 

[0112] A user may select specific wagering advice 
button 1418 to obtain advice on which horse or horses 
to bet on for a particular race. The game and wager ad- 
vice system may take into account the past race history 

20 of the horses, the specific track, the distance of the race, 
the odds on particular horses, the level of risk and return 
desired by a user in making a wager, or any other suit- 
able information. In some embodiments, the game and 
wager advice system may present advice on which spe- 

25 cific horse or horses to wager on, the type of wager to 
be made (win, place, show, daily double, exacta, trifecta. 
trifecta box, quinella, quinella box, or any other suitable 
type), the amount to wager, or any other suitable infor- 
mation. For a win wager, the horse wagered on must 

30 place first. For a place wager, the horse must finish first 
or second. A horse must place first, second, or third for 
a show wager. For a daily double, a user must select the 
winning horse of the first and second half of a daily dou- 
ble. Horses selected for an exacta wager must finish first 

35 and second in that exact order. For a trifecta wager, the 
horses must finish first, second, and third in that exact 
order. For a quinella, the horses selected must finish first 
and second in either order. A user may select three or 
more horses for a quinella box wager. A user will win if 

40 any two of the selections finishes first and second. 
[0113] Side menu 1410 may also have a selectable 
monitor wagering button 1420. If a user selects monitor 
wagering button 1420, a user may be able to set a total 
amount that the user wishes to spend on wagers for 

45 horse racing, and monitor the rate at which the user los- 
es on wagering. 

[0114] Horse wagering information window 1 430 may 
provide a variety of information to a user regarding a 
particular race (or races). The date of the race, the track 

so where the race is being held, the distance of the race, 
the race number, or any other suitable information may 
be provided. A listing of horses in the race to wager on 
may be provided, as well as the wagering odds (e.g., 2: 
1, 6:1, 8:1, 20:1, etc.) for each horse. In some embodi- 

55 ments, the list of horses may be arranged such that the 
horses presented at the top of the list have a consistent 
record and meet a risk/return ratio specified by a user. 
For instance, a user may wish to select a horse with wa- 
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gering odds of 6:1, since such a horse might be less 
likely to win than other horses, but would offer a better 
payout that horses with odds of, for example, 2:1. 
[0115] Wagering type window 1440 may allow a user 
to select one or more wagering types for horse racing 
wagering. As discussed above in connection with spe- 
cific wagering advice button 1418, wagering type win- 
dow may include selectable types win, place, show, dai- 
ly double, exacta, trifecta, trifecta box, quinella, quinella 
box, or any other suitable types. 
[0116] Wagering amount window 1450 may allow a 
user to select amounts for wagering corresponding to 
the types of wagers (e.g., win, place, show, daily double, 
exacta, trifecta, trifecta box, quinella, quinella box, etc.) 
selected by the user in wagering type window 1440. 
[0117] Horses window 1460 may allow a user to se- 
lect horses to correspond to the types of wagers select- 
ed in wagering type window 1440, as well as the respec- 
tive amount for each wager selected in wagering 
amount window 1450. 

[01 1 8] As shown by the foregoing, systems and meth- 
ods for assisting game play and providing wagering ad- 
vice are provided. It will be understood that the foregoing 
is merely illustrative of the principles of the invention and 
that various modifications can be made by those skilled 
in the art without departing from the scope and spirit of 
the invention, which is limited only by the claims that 
follow. 



1. A method for providing game advice, comprising: 

receiving a selection of a game; 

receiving information regarding the status of 
the game; 

providing advice for a'decision during game 
play; and 

providing wagering information. 

2. The method of claim 1 , further comprising providing 
mathematical progression wagering analysis. 

3. The method of claim 1 , further comprising monitor- 
ing the rate at which money is being lost by wager- 
ing. 

4. The method of claim 1 , further comprising valuating 
complimentary goods or services offered by a casi- 
no. 

5. The method of claim 1 , further comprising providing 
performance statistics for previously played games. 



6. The method of claim 1, wherein receiving informa- 
tion regarding the status of the game comprises: 

receiving information from a user; and 

5 

processing the information to update the status 
of the game. 

7. The method of claim 1 , wherein receiving informa- 
io tion regarding the status of the game comprises: 

receiving game status information from a 
computer ; and 

f5 updating the game status information on a us- 

er's game assistant device. 

8. The method of claim 1 , furth er comprising providing 
wagering advice to the user based on the wagering 

20 information. 

9. A game assistant system, comprising: 

a computing device adapted to provide game 
25 selections, information regarding the status of 

the game, advice for a decision during game 
play, and wagering information. 

10. The system of claim 9, wherein the game assistant 
30 is adapted to provide mathematical progression wa- 
gering analysis. 

11. The system of claim 9, wherein the game assistant 
is adapted to monitor the rate at which money is be- 

35 ing lost by wagering. 

12. The system of claim 9, wherein the game assistant 
is adapted to valuate complimentary goods or serv- 
ice from a casino. 

40 

13. The system of claim 9, wherein the game assistant 
is adapted to provide performance statistics for pre- 
viously played games. 

45 14. The system of claim 9, wherein the game assistant 
is further adapted^ to: 

receive information from a user; and 

50 process the information to update the status of 

the game. 

15. The system of claim 9, wherein the game assistant 
is further adapted to: 

55 

receive game status information from a compu- 
ter game; and 
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update the game status information on a user's 
game assistant device. 

16. The system of claim 9, wherein the game assistant 
is further adapted to provide wagering advice to the 
user based on the wagering information. 

17. A method for providing wagering event advice, 
comprising: 

receiving a selection of a wagering event; 

receiving information related to the wagering 
event; and 

providing advice for a wagering decision prior 
to the wagering event. 

18. The method of claim 17, further comprising provid- 
ing mathematical progression wagering analysis. 

19. The method of claim 17, further comprising moni- 
toring the rate at which money is being lost by wa- 
gering. 

20. The method of claim 17, further comprising provid- 
ing performance statistics for previous wagering 

21. The method of claim 17, wherein receiving informa- 
tion related to the wagering event comprises: 

receiving information from a user; and 

processing the information to update the status 
of the wagering event. 

22. The method of claim 17, wherein receiving informa- 
tion related to the wagering event comprises: 

receiving wagering information from a compu- 
ter; 

updating the wagering information on a user"s 
wagering event assistant device; and 

providing updated wagering advice based on 
the updated wagering information. 

23. A wagering event assistant system, comprising a 
computing device adapted to provide wagering 
event selections, information related to the wager- 
ing event, and advice for a wagering decision prior 
to the wagering event. 

24. The system of claim 23, wherein the wagering event 
assistant is adapted to provide mathematical pro- 
gression wagering analysis. 



25. The system of claim 23, wherein the wagering event 
assistant is adapted to monitor the rate at which 
money is being lost by wagering. 

s 26. The system of claim 23, wherein the wagering event 
assistant is adapted to provide performance statis- 
tics for previous wagering events. 

27. The system of claim 23, wherein the wagering event 
w assistant is further adapted to: 

receive information from a user; and 

process the information to update the status of 
f 5 the wagering event. - 

28. The system of claim 23, wherein the wagering event 
assistant is further adapted to: 

20 receive wagering event status information from 

a computer, 

update the wagering information on a user's 
wagering event assistant device; and 

25 

provide updated wagering advice based on the 
updated wagering information. 

29. A method for providing backgammon game advice, 
30 comprising: 

receiving information regarding the status of 
the backgammon game; 

35 providing advice for a decision during a back- 

gammon game; and 

providing wagering information for the back- 
gammon game. 

40 

30. The method of claim 29, further comprising provid- 
ing mathematical progression wagering analysis. 

31. The method of claim 29, further comprising moni- 
« toring the rate at which money is being lost by wa- 
gering. 

32. The method of claim 29, further comprising provid- 
ing performance statistics for previously played 

so backgammon games. 

33. The method of claim 29, wherein receiving informa- 
tion regarding the status of the backgammon game 
comprises: 

55 

receiving information from a user; and 
processing the information to update the status 
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of the backgammon game. 

34. The method of claim 29, wherein receiving informa- 
tion regarding the status of the game comprises: 

5 

receiving backgammon game status informa- 
tion from a computer; and 

updating the backgammon game status infor- 
mation on a user's backgammon game assist- io 
ant device. 



35. The method of claim 29, further comprising provid- 
ing wagering advice to the user based on the wa- 
gering information. 

36. A backgammon game assistant system, compris- 



a computing device adapted to provide infor- 20 
mation regarding the status of a backgammon 
game, advice for a decision during backgam- 
mon game play, and wagering information. 

37. The system of claim 36, wherein the backgammon 25 
game assistant is adapted to provide mathematical 
progression wagering analysis. 

38. The system of claim 36, wherein the backgammon 
game assistant is adapted to monitor the rate at 30 
which money is being lost by wagering. 

39. The system of claim 36, wherein the backgammon 
game assistant is further adapted to: 

35 

receive information from a user; and 

process the information to update the status of 
the game. 

40 

40. The system of daim 36, wherein the backgammon 
game assistant is further adapted to: 

receive game status information from a compu- 
ter; and « 

update the game status information on a user's 
backgammon game assistant device. 



41. The system of claim 36, wherein the backgammon so 
game assistant is further adapted to comprising 
provide wagering advice to the user based on the 
wagering information. 
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CASINO ASSISTANT - ROULETTE L | 


PERFORMANCE 

|- GAME 1 | 

OUTSIDE BETS BET CHARACTERISTICS 

• WAGER AMOUNT o1-18 ©RED 

• MINIMUM WAGER ©19-36 0 BLACK 
2-TO-1 WAGER 0 1ST 12 0 ODD 

• WAGER AMOUNT 0 2ND 12 0 EVEN 

• MINIMUM WAGER ©3RD 12 

INSIDE BETS BET CHARACTERISTICS 

• WAGER AMOUNT ©1-18 ©RED 

• MINIMUM WAGER ©19-36 ©BLACK 

o1ST12 oODD 
o2ND12 ©EVEN ' 
©3RD 12 

| GAME 2 | 


games 

• blackjack 

• roulette 

'•-POKER 

• CRAPS 

• SLOTS 

• BACCARAT 

OPTIONS 

• GAME RULES 
•BASIC STRATEGY 

• MAXIMIZING 
COMPS 

• PLAY-BY-PLAY 
ADVICE 

• COMPARE 
MATHEMATICAL 
PROGRESSION 
WAGERING •- 
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